
mainAsm

Yes

StartLoopGame

gameLoop

New high score?

Yes

Save new high 
score

GameOver

end

No

Main 
Loop



StartLoopGame

DrawWall

ChooseSpeed

drawInitialSnake

Randomize

CreateRandomFood

Return

gameLoop

get user's input

User input "x"?

Yes

Exit

No

Did user press a 
key?

Yes

No

CheckSnake

Did snake intersect 
with the food?

Yes

EatingFood

Died? Yes Return

No

A

No

A

DrawWall

Display a 51x19 sized 
border marked by '#' in 
the center of the console

Return

Draw snake 
head and body

Display Food

display score board

checkinput

CheckFood

StartLoop 
&

gameLoop



ChooseSpeed

Prompt user to 
choose speed Prompt user to 

choose again from
 the available choices 

(1/2/3)

Return

CheckSnake

For each body part 
of the snake, call validatePosition 

to check if the 
cursor(head) intersect 

with its any part?

Yes

No

Return No

Return Yes

EatingFood

x postion of new tail  
= (x position of old 

tail *  2) - 
(x position of unit 

before old tail)

y postion of new tail  
= (y position of old 

tail *  2) - 
(y position of unit 

before old tail)

CreateRandomFood

Update Scoreboard,
score = score + 1

return

Display Food

Display 
"invalid input"

User chose '1' 
(fast)?

Yes

No

User chose '2' 
(medium)?

Yes

No

User chose '3' 
(slow)?

Yes

getSpeed

getSpeed

Return 1

Return 2

Return 3

No

Return 99

Returned 99? Yes

No

Set buffer time 
= return value *  

80 + 40 (ms)

ChooseSpeed
&

CheckSnake



GameOver

Display "game 
over"

Display score

Display the high 
score

input == 1

Exit

ReinitializeGame

ReinitializeGame

Return snake to 
original position

score = 0

Clear console 
output

StartLoopGame

Display "Try 
Again?"

input == 0

Yes

Display "Invalid 
Input"

No

Yes

No

Reinitialise 
inputChar

Reinitialise 
lastInputChar

gameOverValidation

gameOverValidation

else return sentinel 
value

read user input

GameOver
&

ReinitializeGame

Operations 
for when the 
game ends



checkInput

inputChar = 'x'?Yes No

inputChar = 'w'?Yes

checkTop

No

inputChar = 's'?

checkBottom

checkLeft

Yes No

CheckRight

inputChar = 'a'?Yes No

inputChar = 'd'?Yes

gameLoop

No

exit the gameloop

Check input from 
user



checkBottomcheckTop

lastInputChar = "w"dontChgDirection

coodrinate y of head 
snake =  bottom wall?

exit the gameloop

No

Yes

Yes

No

lastInputChar = "s"dontChgDirection Yes

coodrinate y of head 
snake =  top wall?

exit the gameloop Yes

No

No

return

return

move the snake up move the snake 
down

Check for illogical 
reverse of direction 

of snake and 
collision with wall



checkRightcheckLeft

lastInputChar = "d"?

lastInputChar = "a"

dontChgDirection Yes

coodrinate x of head 
snake =  left wall?

exit the gameloop Yes

No

dontChgDirection Yes

coodrinate x of head 
snake =  right wall?exit the gameloop Yes

No

No

return

return
No

lastInputChar = "+"?Yes

dontChgDirection

checkInput

inputChar = 
lastInputChar

move the snake to 
the left

move the snake to 
the right

dontChgDirection

Check for illogical 
reverse of direction 

of snake and 
collision with wall

Ensure user 
cannot reverse the 

snake



displaySnake

return

CheckSnake

checkFood

EatingFood

validatePosition

Yes

If return value = 0

gameloop

No

createRandomFood

xFoodPos = 
Random number 

from 36 to 83

return

yFoodPos = 
Random number 

from 7 to 22

For each body part 
of the snake, call 

validatePosition to check if 
food is generated on the 

snake.

Yes

No

Draw snake 
head and body

validatePosition

Check whether  x-postion 
= x coin position and 
y-position = y coin 

position

return

In relation to 
snake movement 

and sundry
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